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Effective feedback plays a key role in education environments to motivate the students
and to maintain their flow. However, there usually lacks in providing effective feedbacks
in education environments due to an excessive number of students and insufficient class
times. The purpose of this paper is to analyze the educatees’ response on game like
feedback using App. In this paper, Class123 App developed and published by BravePops
was used. During one semester, Classl23 App had been used in engineering class and
the educatees’ responses on game like feedbacks using Class123 App are analyzed.
Statistical analysis results show that the feedbacks using Classl23 App made positive
effects to motivate the students. Especially, the positive feedbacks were more effective
than the negative feedbacks.
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